_Volume 1, Number 5a 


October 1996 _ 


The Newsletter of Metagaming Games and Science Fiction & Fantasy Boardgames 


In this Issue: 


[PBF oe | ot RRC i ate a a2 ] 
Michael Friend 


The Rogue: A New Hero 
fOr ACV OGWOSE .. .i2is S83. Hs. baeates. 388 2 
Carl Forhan 


Last Frontier: The 
Vesuvius Incident Review .......ccceeeees 3 
Aaron W. Thorne 


A Globbo Campaign System.............. 4 
Aaron W. Thorne 


Metagaming Games 


ArticltindterPar oie aoa 5 
Michael Friend 

Letters to the Editor..........c.sccccsseesse 9 
Reader Services ig. 608. wan, 10 


Editor/ Michael T. Friend 
Publisher: P.O. Box 384 
Manlius, NY 13104 


Layout: Fat Messiah Games 


Subscription rates: 12 issues $9 
domestic, $11 foreign. Send all cor- 
respondence and article submissions 


to the above address. All submissions 
remain the property of their authors. 


Each article is copyright ©1996 by its 
author, as noted in the table of con- 
tents and on the articles themselves. 
All other material and the Vindicator 
logo itself copyright © 1996 Michael 
Friend. All rights reserved. 


by Michael Friend 


Despite the trauma and excitement of 
the past few months I’ve managed to 
keep this little ‘zine going. Many of my 
subscribers have expressed their satisfac- 
tion for my efforts, through VINDICA- 
TOR, to continue supporting the old 
science fiction board games. When THE 
SPACE GAMER and INTERPLAY 
ceased publication no other magazine or 
newsletter was willing to “step into the 
breach” and take over the job. Though 
my humble journal is ten plus years late 
in carrying on that support, my readers 
are still pleased that it exists at all. Hav- 
ing willingly allowed this high expecta- 
tion to be heaped upon me I felt that I 
had an obligation to find the best way to 
continue publishing, despite my recent 
financial difficulties. 

The reformatted issue you hold in 
your hands is the continuation of that 
obligation and I hope you will be 
pleased with it. The typesetting and lay- 
out is produced by Neal Sofge and Mike 


Wasson of Fat Messiah Games but the 


actual text is still written by the same 
authors (plus new authors) as the first 
four issues. The appearance has changed 
but not the content. I admit that the 
next few issues may need a little “tweak- 
ing” here and there to get the newsletter 
into its final shape, so I ask that you be 
patient with us as we attempt to produce 
the best gaming publication possible 
with our skills, equipment and finances. 

With the publication of this issue, 
#5a, the last four issues are now official- 
ly back issues and are available for sale at 
cost. That means I’ll be selling them for 
the same price as I paid for them from 
my print shop. Since I printed three 
hundred copies of each issue I still have 
a couple hundred copies left over, so I 


EDITORIAL — A NEW BEGINNING 


hope you can help me get rid of them. If 
you have some gaming friends who’d 
like to read these issues and you don’t 
want to let them borrow your own valu- 
able copy, or if you want to buy them 
from me cheap and then turn around 
and sell them to others for a slightly 
higher price to make a profit, here’s your 
chance to get as many extra copies as 
you want. The prices are: 


issue #1 = $1.00 each 
issue #2 = $1.00 each 


issue #3 = $1.15 cach 
(including the new Olympica map) 


issuc #4 = $2.70 each 
(including the complete Stellar Wars 
game) 


The back issues can be ordered 
through my regular PO Box address and 
remember to make all checks payable to 
me, Michael Friend. 

Judging by the way that the new 
typesct format can take a seemingly long 
typewritten document and reduce it to a 
couple pages, I’ll have to revise my sub- 
mission guidelines. In the letter I recent- 
ly sent to everyone I explained that I 
would extend an author’s subscription 
for every three pages of article material 
that appeared in VINDICATOR. I 
meant that to be camera-ready magazine 
pages formatted on my word processor, 
just like the pages in the last four issues. 
The change to a professional typeset 
appearance has changed that. Three 
typeset pages in the new format would 
be the equivalent of almost half a dozen 
typewritten pages. As much as I'd like to 
receive long, in-depth articles from my 
authors, I won’t punish them by asking 
for so much output just to extend their 
subscription by a month. 


EDi1OriAL, CONTINUED 


Instead, I’ll simply change my 
guidelines so that an author’s subscrip- 
tion can be extended for every three 
typewritten pages (or computer printed 
pages) that are submitted for publica- 
tion. Now, don’t try to cheat and send 
me double-spaced pages. Full width 
single-spaced documents are what I 
expect to receive. Hopefully this slight 
change in my writer’s guidelines won’t 
be so onerous and will act as an incen- 
tive to more people to finally write 
some decent-sized meaty articles and 


get their subscriptions extended even 
easier in the bargain. You can take that 
as a very big hint, guys. 

In case you’re wondering, I’ll give 
you a preview of what is planned for 
the next two issues. For November I’ll 
finish the Fantasy Trip “Endurance” 
article I started in issue #4 and round 
off that issue with some more articles 
by other authors. The December issue 
will be a special Christmas present in 
the form of the long awaited Warp War 
issue that I’ve been promising. Variant 


rules, new ship systems, extra charts 
and more will be featured. My first 
supplement of the new publishing year 
will also be included in the form of a 
larger multi-player map for WarpWar 
that will allow from four to six players 
to happily batter each other into sub- 
mission. Four new sets of counters will 
also be included, with artwork supplied 
by a special surprise artist. Until then, 
always make sure your blaster’s battery 
pack is fully charged. O 


The Rogue, Ci View Nero for Ncroquest 


by Carl Forhan 


You are the Rogue, a master of 
cunning and secrecy. You are strong 
enough to survive many battles in your 
own right, yet you recognize that 
sometimes the indirect approach is 
best. You carry the Tool Kit with you, 
which allows you to disarm traps by 
rolling anything but a black shield on 
one Attack die. Without the Tool Kit, 
your skills are reduced to only succeed- 
ing by rolling a white shield on one 
Attack die. 

You also posséss a keen eye when 
throwing a dagger. Once per battle, 
you may throw a dagger at any one tar- 
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get that you can “see”. The dagger 
automatically hits and causes one Body 
Point of damage, unless your target 
rolls a black shield on one combat die 
(only roll one die regardless of the 
actual number of Defend dice the tar- 
get possesses). The dagger is lost after 
it is thrown. Any Hero may carry up to 
four daggers. 

Because you like to travel fast and 
keep your hands free, you may only 
wear the Helmet and Chain Mail for 
armor, and may not use any two-hand- 
ed weapon (those listed as incompati- 
ble with the Shield, such as the Staff 
and Battle Axe). 

If the optional Facing rules are 
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used (from the “HeroQuest Variants” 
article published in issue #4), then you 
also have the ability to make Sneak 
Attacks during a battle by attacking a 
target from its rear arc. Each attack 
gains two dice instead of one. You may 
also move freely through spaces occu- 
pied by other Heroes without paying 
any movement penalty, and through 
monsters without being attacked (but 
still pay the movement penalty). 

If the optional Facing rules are not 
used, then only your first attack during 
a battle is considered a Sneak Attack, 
and you receive three bonus dice on 
the attack instead of the amounts listed 
above. 

Use your own figure to represent 
the Rogue Hero. Only one Rogue is 
allowed per group of Heroes, and only 
four Heroes total should be allowed 
unless the Zargon player has devised an 
especially difficult Quest. Q 


The Rogue 
Attack Dice | Defend Dice 
Body Points | Mind Points 
i 
Movement 
Shortsword and one dagger 
None 
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Vindicator Review: 


LAST FRONTIER: THE VESUVIUS INCIDENT 


by Aaron W. Thorne 


Last Frontier: The Vesuvius Inci- 
dent is a solitaire sci-fi adventure board 
game set in the 22nd century. The 
player has at his command a squad of 
twelve UN colonial marines with which 
he must board the derelict science ves- 
sel USS Feynman, rescue or account 
for all of the crew, and then get out. 
There are two catches: there are 
extremely nasty aliens lurking inside 
the Feynman just waiting for a chance 
to rip the heads off of your marines, 
and the Feynman is in a decaying orbit 
around an alien planet and will soon 
fall into the atmosphere and burn up. 
Details: Written by Neal Sofge and 
Michael Wasson. Published in 1993. 
Solitaire game. Moderate complexity. 
Playing time two hours once you know 
the rules. You must supply 2d6. Cover 
price $10. 

First, I must admit that LF:TVI is 
not an out-of-print SF game, which is 
the primary focus of this journal. It also 
is not a microgame. However, at $10 it 
is one of the cheapest boardgames out 
there, and has the feel of a good 
microgame (solid, uncut counter sheet; 
comes in a ziplock bag), so most of you 
would like it. Second, I must admit to 
being a large fan of solitaire games. 
That being said... 

The first thing about LF:TVI that 
grabbed my attention was the excellent 
graphical presentation of the game. 
The front of the counters is printed in 
full color, and the art in the rulebook 
and on the counters is very well done. 
The playing map is well laid out, 
though somewhat cluttered. You have 
a map of the main section of the Feyn- 
man and a map of the ring section, sta- 
tus areas for all of your marines where 
you keep track of their medical status 
and equipment, a turn sequence con- 
trol area, an orbital decay tracking and 
atmospheric reentry tracking section, 
and a box where you place accounted 
for crew counters. The map is done in 
B/W, with heavy use of shades of gray 
to designate different types of terrain. 
There is also a separate charts and 
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tables summary sheet that you remove 
from the center of the rulebook. 

Even more important than the 
map and counters is the rulebook, It’s 
only twenty pages long, but a lot of 
information is in those pages that you 
really need to know. Don’t even 
attempt to play the game without read- 
ing the entire thing at least once, or 
you'll have to reference it an average of 
fifteen times during your first few 
games. Actually, the basic rules of the 
game are fairly simple, but there are 
lots of special situations that have their 
own rules, and that is where the com- 
plexity comes in. 

The game works this way: Your 
marines start out in an assault shuttle 
that has docked with the science vessel. 
The marines then deploy into the cen- 
tral hallway of the ship. The command 
pod is to their right, and the engineer- 
ing section and the ring are to their 
left. The vast majority of the rooms are 
in the ring section, so most of your 
searching (and dying) will be accom- 
plished in the ring. Every time you 
move into an unexplored room, you 
roll a die. On a 1, 2, or 3 you draw that 
many encounter counters from “the 
cup” and place them in the room 
according to the appropriate chart. You 
can find equipment, crew members 
(alive or dead), ship malfunctions, and, 
of course, aliens. You learn to hate the 
aliens real fast, because that is the speed 
with which they kill your marines. 
Their claws can easily punch through 
your marines’ armor, and even if you 
happen to kill them, they spray their 
acid -blood on you, which does won- 
ders for your health. Ambushes are 
even worse. If you ever move back into 
an unoccupied explored room, or 
move into an unoccupied hallway, you 
check for ambush. On a 1 - 3 you draw 
three counters. Any non-aliens are 
returned to the cup, and then any 
remaining aliens are placed. The prob- 
lem with Ambush is that the aliens will 
normally get surprise, which means 


that they get to attack first. This usual- — 


ly does not leave many marines left to 


deal with the aliens. And as if that was- 
n’t bad enough... abe 

At the time of boarding the Feyn- 
man, the marines have ‘around thirty 
minutes to go through the vessel 
before it falls from orbit and burns up. 
The average exploration phase takes 
two minutes (as opposed to combat 
phases which take negligible time), so 
you only have about fifteen turns to 
clean out the ship. This is very hard, 
and requires careful planning and not a 
little bit of luck. Once the ship begins 
reentry, you can basically give up on 
finding any survivors and just try your 
hardest to get any survivors offthe ship 
in one piece. I’ve never actually had 
marines on a ship that burned up (bar- 
ring times when both pilots died), but 
I’ve been real close. 

The real genius of this game is that 
it has the one quality that any excellent 
solitaire game needs; it is extremely 
hard to win. This forces you to play it 
over and over, thus getting your 
money’s worth out of it. The aliens, 
while slightly less tough than you (only 
because they don’t have guns), out- 
number you greatly, and have the habit 
of showing up where you can least 
effectively deal with them. Your ability 
to search out the ship decreases with 
every casualty, along with your ability 
to fight off the aliens. And trust me, 
you'll have lots of casualties. My 


~ favorite feature of the game is the fact 


that every shot you fire has a conse- 
quence. You can hit your own marines 
with a missed shot. You can shoot out 
a window, causing sudden decompres- 
sion and sucking your boys and girls 
out into space. You can shoot out com- 
puters, damaging the ship-wide com- 
puter system. And, a note of caution. 
You only have two pilots. If you lose 
both of them you can’t get off the ship, 
because nobody else can pilot the shut- 
tles. There is an art to playing the game 
right (mainly dealing with the way you 
deploy your marines), and if you don’t 
know it the best luck in the world 
won’t save you. 

I have played the game a total of 


eight times. I actually won once, duc to 


LAST FRONTIER, continued 


copious amounts of luck and flawless 
execution. I have come close to win- 
ning twice, and lost miserably five 
times. Let me reiterate that you need 
to protect your pilots. But even 
through all that, I love the game and 


highly recommend it. If you are a fan 
of military sci-fi or solitire games, you 
need this game. And a lot of luck. 
Overall rating: A. Definitely worth 
$10. Optional rules were published by 
FMG in their newsletter, and can be 
accessed over the internet (look up the 


A Globbo Campaign System, or 
The Missing Section X 


- 


company directory on Illuminati 
Online), though I’ve never used any of 
them. I would rank this game among 
the top five solitaire games that I’ve 
ever played; right up there with Raid 
on St. Nazaire (now THAT’S an 
impossible game). Q 


by Aaron Thorne 


One of my favorite games of the 
mid 1980s was Globbo, written by Allen 
Varney and published by Steve Jackson 
Games. The game’s action takes the 
players to the planet Ticketa-Koo, 
where the children are such horrible 
monsters that the parents would take 
their children to be “baby-sat” for a 
day by the Globbo, “a semi-sentient, 
quasi-organic, polymorphous Play- 
room Assassination Device.” If the 
children survived their day with Glob- 
. bo, then the parents would put up with 
the children. 

This background, given in the 
beginning of the game, got me think- 
ing about how the entire Globbo oper- 
ation would be set up. The “Globbo 
Centers” would probably be run by the 
government, with each 
major metropolitan center 
having one. Each center 
would have one primary 
Globbo, which would grow 
new Globbos as needed for 
the day’s business. Using 
these assumptions, I devised 
a campaign system that 
would show the operations 
of a single Globbo Center 
over an extended period of 
time. 

The -key to the cam- 
paign system is the Extras 
given in section IX (p, 12 of 
the rulebook). Before every 
game, a d8 is rolled by the 
Kids player. Two is sub- 
tracted from this number to 
determine the exact number 
of points available to the 
Kids player to use during 
the game. This will give a 


4 


number between 0 and 6. The number 
of points available to the Globbo play- 
er is based on the number of points 
available to the Kids player. Initially the 
‘number will be the same, but over time 
this will change. 

Any number of players can partake 
in the overall campaign, and any player 
can play either side at any time. The 
important thing is to have someone (or 
better yet, a committee) keep track of 
the results of each game. This informa- 
tion is used to set-up a win/loss record 
for the Globbo.. This represents the 
“Globbo Operation Oversight Com- 
mittee” . maintaining (or at least 
attempting, to maintain) control over 
the results of the visits paid to the 
Globbo. There are important reasons 
for this. If the Kids always defeated the 
Globbo, the city would be overrun by 
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The Solo Wargamers Association is the only 
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our quarterly Joumal, covers solo wargaming 
methodologies and scenarios for miniatures, board 
gaming, computers, and play by mail. Historical, 
Science Fiction, Fantasy, it’s all here. Annual mem- 
bership includes 4 issues of Lone Warrior and other 
services such as access to the world’s largest war- 
gaming library. Send $20 to: Solo Wargamers 
Association; 1707 Ridge Road; Leavenworth, KS 
66048. Canadians, please send $25 in U.S. funds. 
No checks in Canadian currency please. 


horrid brats. If the Globbo always 
defeated the Kids, then the race would 
eventually die off. Either result is unac- 
ceptable, and a “happy” medium is the 
goal of the committee. This is accom- 
plished by adjusting the points avail- 
able to the Globbo player for the pur- 
chase of extras. Before every game, 
look at the Globbo’s win/loss record. 
For every game the Globbo is above 
500, subtract 1 from the points avail- 
able to the Globbo player for the pur- 
chase of extras. Conversely, for every 
game the Globbo is below .500, add 1 
to the points available. By this method 
the Committee tries to force a 50/50 
record, thus ensuring a solid, manage- 
able population growth rate. This 
method produces lower powered 
games. If you prefer higher-powered 
games, instead of subtracting points for 
being over .500, add points 
to the other side. 

There is no real win- 
ner of the campaign; it just 
provides a lot of variety for 
those of us who like to play 
Globbo. For those of us who 
have to be able to have a 
winner, victory in this cam- 
paign can be achieved by 
winning four straight 
games. This is not easy, as 
for each victory the odds 
stack greater against you. 
For those who want a short- 
er game, you can choose to 
play until someone wins a 
certain total number of 
games, like five. If playing 
to determine a winner, then 
each player should consis- 
tently play the same side. O 
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Mietagaming Games Article Index 


Part Two 


by Michael Friend 


This installment concludes the 
index based on my personal magazine 
collection. As mentioned in the previ- 
ous article, if anyone else has any later 
SPACE GAMERS (after issue #27) or 
other gaming magazines that include 
articles and/or letters-to-the-editor 
covering anything about Metagaming 
games, they are welcome to submit 
their own index, in a format similar to 
the one used here, and I will gladly 
publish it in a future issue. If several 
people send me indexes then I will 
compile them together and give all 
contributors proper credit. 

I hope everyone will find this 
index to be a useful tool to use as a 
quick reference while searching for 
information on favorite games. 


BLACK HOLE (4) 


1 “Getting: More from Black Hole”, 
Glenn L. Williams, TSG 21, pg 15. 
Variant rules for; infantry with 
lasers, black hole distortion of 
lasers and a table of random 
events. 


2 “Beauty and the Beast”, Scot F. 
Bayless, TSG 22, pg 10-11. Ques- 
tions the validity of the game 
mechanics in accurately portraying 
the special situation of the game. 


3 “Black Hole: A Designer’s Intro- 
duction”, Robert Taylor, TSG 24, 
pg 8-10. Designer’s notes, premise 
behind the game and development 
history. 


4 letter by Mark Schulzinger, TSG 
24, pg 30. Short paragraph ex- 
plaining house rule modification in 
which “a unit on the outside of the 
torus is never turned face up unless 
it is adjacent to an enemy unit.” 


STICKS & STONES (2) 
1 “Primal Man, Primal War”, Glen 
L. Williams, TSG 23, pg 13-16. 
Variant rules to expand the game 
further, including; leaders, sha- 
mans, a campaign system and a 
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scenario to bring the game system 
into the sixteenth century with the 
introduction of Spanish Con- 
quistadors and their attack on a 
primitive southwestern American- 
Indian village. 


2 “Sticks @& Stones Advanced Soli- 
taire”, Larry Blincoe, IP 2, pg 18- 
23. Variant rules for introducing 
predatory and prey animals. 


INVASION OF THE 
AIR-EATERS (3) 


1 “Invasion of the Air-Eaters: Des- 
igner’s Introduction & Multi-Play- 
er Scenario”, Keith Gross, TSG 
23, pg 5-10. Designer’s notes, 
background of the game, explana- 
tion of game mechanics, short dis- 
cussion of strategy, rules clarifica- 
tions and corrections and extensive 
variant rules for a multi-player sce- 
nario. 


2 “Nuke the: Air-Eaters”, Glenn 
Williams, TSG 27, pg 13-18. Dis- 
cussion of use and effect of nuclear 
weapons, expanded variant rules 
for nuclear weapons in the game 
plus new alien advanced weaponry. 


3 “The Aliens”, Keith Gross, IP 3, 
pg 16-24. Detailed background 
information on the aliens, their 
biology and psychology, their tech- 
nology of antimatter, energy-mat- 
ter reversal and holography, bases, 
ecology, force fields, crawlers, 
atmospheric converters, star travel 
and an alien history from pre-his- 
tory to the present (1983). 


ONE WORLD (1) 


1 “One World: A Designer’s Intro- 
duction”, W. G. Armintrout, TSG 
26; pg 9-10. Designer’s notes, 
introduction to the game, explana- 
tion of game mechanics and notes 
on strategy. 


HOT SPOT (1) 


1 “Hot Spot: A Designer’s Introduc- 
tion”, W. G. Armintrout, TSG 27, 


pg 6-8. Designer’s notes, back- 
ground and development of the 
game, ideas for variant scenarios 
and errata (four corrections). 


ARTIFACT (2) 


1 “Designer’s Notes for Artifact”, 
Glenn Williams, TSG ??, pg 16-18. 
Background and premise behind 
the game, development and expla- 
nation of the game system and rea- 
son for the aliens. 


2 “Expanded Rules for Artifact”, 
Glenn Williams, TSG ??, pg 18-20. 
All the additional rules that the 
designer wasn’t able to fit in the 
published game, including rules 
for installations, more weapons, 
ECM, command control, new 
types of movement and extra 
charts. 


THE LORDS OF 
UNDEREARTH (2) 


1 “The Lords of Underearth: A Letter 
From Designer Keith Gross”, 
Keith Gross, IP 1, pg 28. Six items 
of errata for the game. 


2 “Lords of Underearth Scenario 
Notes”, Keith Gross, IP 2, pg 16- 
18. Explanation of the “historical 
background” of the scenarios, 


ROMMEL’S PANZERS 
(2) 


1 “A Designer’s Introduction to 
Rommel’s — Panzers”, Roger 
Damon, IP 1, pg 22-26. Design- 
er’s notes, rationale of the game, 
history of the units involved, tac- 
tics of desert armored combat and 
game mechanics, 


2 “Scenario Notes: Rommel’s Panz- 
ers’, Roger Damon and~ David 
Hart, IP 5, pg 27-29. Letter by the 
latter offering a new scenario plus 
a follow up article by the former 
commenting on the scenario and 
offering suggestions for better play 
balance. 


Index, continued 


RAM SPEED (2) 


l 


letter by Stephen Hutcheson, IP 5, 
pg 31-32. Criticisms of some rules 
and concepts plus new ship design 
and combat tables. 


“Ramspeed: Expansion & Com- 
ment”, Kyle L. Davies, IP 7, pg 2- 
8. Small list of errors and. correc- 
tions plus extensive section of vari- 
ant rules for expanding the game. 


STALIN'S TANKS (3) 


1 


“Stalin’s Tanks Designer’s Intro- 
duction”, Roger Damon, IP 2, pg 
24-28. Designer’s notes, short his- 
tory of armor on the Eastern 
Front, rationale and development 
of the game, explanation of the 
game mechanics and review of the 
units. 


“Stalin’s Tanks Designers Intro- 
duction Part 2”, Roger Damon, IP 
3, pg 25-30. Continues history of 
development of the tanks, 
overview of the scenarios, notes on 
game tactics plus six items of erra- 
ta 


Errata for counters, IP 3, pg 32. 


FURY OF THE 
NORSEMEN (2) 


] 


Errata for the game (two correc- 
tions to rule 3.3), IP 2, pg 30. 


“Designer Remarks: Fury of the 
Norsemen”, Kevin Hendryx, IP 5, 
pg 24-26. Designer’s notes, ratio- 
nale for the game, notes on strate- 
gy plus a new scenario. 


GRAIL QUEST (1) 


1 


letter by Michael A. Burstein, IP 6, 
pg 31. Suggestion to place 
Camelot on Cidri so author’s 
knight can continue adventuring 
plus request to publish more 
Quests about Camelot. 


TREASURE OF THE 
SILVER DRAGON (1) 


1 


“The Silver Dragon’s Secret”, 
Thomas Davidson, IP 1, pg 5-6. 
Fictional account of the successful 


search for and discovery of the 
dragon. 


SECURITY STATION 
C1) 


1 


Errata for the Quest (for two para- 
graphs), IP 2, pg 30. 


THE FANTASY TRIP: 
IN THE LABYRINTH 
(56) 


1 


10 


Know Thyself”, Brian McCue, 
TSG 23, pg 22. Set of dexterity, 
strength and intelligence tests that 


a player can perform to convert 
him/herself into a TFT character. 


“Everyday Life in The Fantasy 
Trip”, Martin Halbert, TSG 25, 
pg 23-24. Humorous speculation 
on the use of magic in domestic 
life. 


letter by Mits Hadeishi, TSG 26, 
pg 50. Further discussion of the 
subject in the Halbert article in 
TSG 25. 


“Weapons for Hobbits in The Fan- 
tasy Trip”, Paul Wagner, TSG 27, 
pg 19. Short discussion of the use 
of weapons by Hobbits in the nov- 
els plus a chart of different 
weapons and their characteristics. 


“Adding Muskets to Melee”, Jim 
Dickey, TSG 27, pg 23. Official 
addition of rules for using muskets 
in campaign games. 

“Vagabond Thief!”, Jerry Epper- 
son, IP 1, pg 9-15. A programmed 
mini micro adventure featuring 
“free-form options.” 


“Advanced Wizard — A Few More 
Spells”, David Doucette, IP 1, pg 
10-14. List of high IQ spells (IQs 
17 to 20). 

“More Creation Gems for TFT’, 
Ron Hopkins, IP 1, pg 15-16. 
New “Create Gem” spell intro- 
duced, table of different types of 
creation gems that can be pro- 
duced plus ingredients needed. 


“A Message From the Outlands”, 
Dave Burnett, IP 2, pg 6-7. Intro- 
duces the Fhazhi, yetis with 
human-type intelligence. 


“Variant TFT Spells”, Ian Bell, IP 


2, pg 10-12. Ten new spells from 
IQ 9 to IQ 20. 
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“Wild West”, Fred Askew, IP 2, pg 
13-15. Variant rules for introduc- 
ing western gunfighting to Melee 
and TFT. 


Errata for “Vagabond Thief!” 
(from IP 1), IP 2, pg 30. 


“A Dragon of a Different Color”, 
Ron Hopkins, IP. 3, pg 10-12. 
Eleven new types and colors of 
dragon and their special attributes. 


“The Vampyre”, John Sullivan, IP 
3, pg 12-15. Expanded variant 
rules for vampyres within TFT. 


“TFT Questions and Answers”, 
Ron Hopkins, IP 3, pg 15. Two 
questions and answers for the TFT 
system. 


letter by Tim Prokott, IP 3, pg 33. 
Comments on the “Vagabond 
Thief” article in IP 1. 


letter by John Gfoeller, IP 3, pg 
33-34. Suggested modifications to 
Doucette’s spells in IP 1. 


letter by Gregg Sharp, IP 3, pg 34. 
More comments on the Doucette 
article. 


“TFT Contest”, IP 4, pg 7-8. First 
and second place winners (two 
monsters and two spells for a 
contest announced in IP 3. 


“Expanded Priest and Theologian 
Talents for In The Labyrinth”, Paul 
Manz, IP 4, pg 10-12. Four reli- 
gions plus special characteristics of 
their holy men. 


“TFT Questions and Answers”, 
Ron Hopkins, IP 4, pg 12-13. 
Nine questions are answered. 


“Martian Vanguard Class MRAV”, 
Chad Brandt, IP 4, pg 14-22. 
Extensive variant rules for using 
TFT system in a science fiction 
space-travelling setting. Includes 
new talents and a detailed explana- 
tion of a spaceship with deck plans. 


letter by Jerry Epperson, IP 4, pg 
33-34. Answering other letters 
that commented» on his 
“Vagabond Thief” article. 


“Physicker Revival”, Don Rollins 
and John Sullivan, IP 5, pg 3-4. 
Expanded rules for reviving near- 
dead characters. 


“Fine Armor Manufacturing”, 
Andrew Elovich, IP 5, pg 4. Short 
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rules and chart for types of fine 
armor plus characteristics. 


“TFT Contest”, IP 5, pg 5-7. 
More first place winners; an 
encounter, another spell, a talent 
and two creatures. 


“TFT: Questions & Answers”, 
Ron Hopkins, IP 5, pg 9. Ten 
more questions answered. 


“Winter on Cidri”, Richard Par- 
sons, IP 5, pg 10-12. Special rules 
for campaigning in winter, with 
extra supplies, movement rules in 
snow and ice, new talents and 
spells. 


“An Alternative System for Sum- 
monings”, Ron Hopkins, IP 5, pg 
13-14. A restructuring of the cur- 
rent summoning rules based on 
class of creature and strength to 
cast the spell for that class. 


“Tronfist”, Thomas Cornwell, IP 
5, pg 15-16. Special magical abili- 
ty only available to a martial artist 
and granted by a shaman. 


“TFT Contest”, IP 6, pg 4-5. 
Three more first place winners for; 
creature, spell and talent. 


“Bughouse”, Bob Hensle, IP 6, pg 
6-11. A scenario about a young 
Hymenopteran hive, giving attrib- 
utes for the different classes of 
Hymenopterans, a floor plan of the 
hive and an explanation of the var- 
ious rooms. 


“Advanced Wizard: Still More 
Spells”, Greg Sharp, IP 6, pg 13- 
15. Nineteen new spells from IQ 9 
to IQ 33 plus five new magic 
items. 


“Puzzle”, Phil Rennert, IP 6, pg 
16-17. A situation is set up in an 
arena between a group of fighters 
and wizard battling another similar 
group. Given the information and 
clues the reader must guess the 
one spell that must be cast by the 
good wizard to win the conflict. 


“TFT: Questions & Answers”, 
Ron Hopkins, IP..6, pg 17. Five 
more questions answered. 


letter by Donald L. Spidell, IP 6, 
pg 27-31. Criticism and comments 
on several items; barehanded com- 
bat with a new table based on 
strength, changing the cost of a 
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curve for dragons and hydras plus - 


changing attributes as they age and 
detailed rules for breathing fire. 


“Limiting a Fantasy World”, Dana 
Holm, IP 7, pg 9-10. Discussion 
on creating:a small, limited fantasy 
campaign and world. 


“The Fine Art of Questioning”, 
Bryon Godfrey, IP 7, pg 11-12. 
New talent, Questioning, for inter- 
rogating prisoners. 


“TFT: Questions & Answers”, 
Ron Hopkins, IP 7, pg 12. Only 
three questions this time. 


“TFT Contest”, IP 7, pg 18-24. 
More contest winners; a new tal- 
ent, encounter, spell and creature. 


“Pole Weapons”, William D. 
Gustafson, IP 7, pg 25-26. Discus- 
sion of the advantages and disad- 
vantages of using pole weapons. 


“On Daggers & Gambling”, Joel 
Conner, IP 7, pg 27. Chart of dif- 
ferent types of daggers and charac- 
teristics, two new dagger talents 
and a gambling talent. 


letter by Griffith Morgan III, IP 7, 
pg 28. Comments on and criti- 
cisms of the Manz article in IP 4. 
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letter by Keith E. Carter, IP 7, pg 
28-29. Comments on and criti- 
cisms of the Manz article in IP 4. 


letter by Stephen Morrill, IP 7, pg 
29-30. Comments on various 
aspects of the TFT system; travel- 
ing, IQ cost of spells, strength bat- 
teries, Fencing skill, treasure 
hunts, the need for more pre-gen- 
erated NPCs and a suggestion to 
create a map of one of the conti- 
nents of Cidri and locate the vari- 
ous Microquests on it. 


Errata for “Physicker Revival” arti- 
cle in IP 5, IP 7, pg 32. 


“Risque Talents”, Greg Stockum, 
IP 8, pg 5-6. New talents for the 
oldest female profession. 


“TFT Contest”, IP 8, pg 7-11. 
More winners; two creatures, 
another talent and an encounter. 
(49“The Travelling Armorer”, 
Tom Greer, IP 8, pg 15-16. Notes 
on equipment composing a 
portable armorer’s kit. 


letter by Steve Woodcock, IP 8, pg 
17. General praises for articles in 
IP 7 plus a short discussion of pole 
weapon rules and the article on 
such in IP.7, 
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Board a crippled lab ship with the UN Colonial Marines and 


try to come out alive as you face escaped specimens, malfunc- 


Ed tioning defense systems, insane crewmembers, and berserk 


robots. Keep moving — the ship is in a decaying orbit and it’s 


f falling fast toward a fiery end. Find and rescue the surviving 
crew, but beware of what else survived with them... 


é 


The Vesuvius Incident is the first release in the Last Frontier future his- 
tory series from FMG. It’s an exciting solitaire science fiction boardgame 
that includes a 20-page rulebook, a highly detailed 17" x 22" map of the 
doomed starship, 158 full-color counters, and a handy ziplock bag. 


(FMG-2010; $10.00 retail) 


Wield the power of the Shapeshifters and throw open the 
gates to the animal kingdom! Soar through the air as an eagle, 
stalk your prey as a tiger, or escape into the water as a sleek 


manta ray. From Hl ef 
Hl The Ultimate Game 


ant to whale, 
you select’ from 
of Magical Combat 


all the creatures 
of the world — 
as do your ene- 
mies, 


A fast-paced boardgame of tactical combat between transforming wiz- 
ards, Shapeshifters includes a 16-page rulebook, a 17" x 22” color map, 


an 11" x 17" transformation chart, 63 half-inch counters, and a handy figs s 


ziplock bag. (FMG-1010; $10.00 retail) 


’ If your local stores do not stock FMG products, 
you can order direct from FMG by sending a 


check or money order plus $1.50 postage and 
handling to this address: 


Fat Messiah Games 
PO. Box 341136 
Ta \~Ag3 Los Angeles, CA 90034 
PURALE (CA residents add 8.25% tax.) 


FAY MESSIAH GAMES 


couple talents, a suggested growth 
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51 letter by John Sullivan, IP 8, pg 
19. Listing errata for the “Physick- 
er Revival” article in IP 5. 


52 “The Empath”, John Sullivan, IP 
8, pg 21-23. Introducing a new 
character type, the Empath, who 
can heal wounds and much more. 


53 “Dying by the Numbers”, Michael 
Crane Jr., IP 8, pg 24-25. Statisti- 
cal analysis of the different meth- 
ods of death that characters have 
succumbed to during the author’s 
campaign. 

54 “Cutting the Pole Weapon Down 
to Size”, Paul Wagner, IP 8, pg 26. 
Short review. of the use of the pole 
weapon in the 15th and 16th cen- 
turies plus variant rules to reflect 
this historical usage. 


55 “TFT: Questions & Answers”, 
Ron Hopkins, IP 8, pg 29. Eight 
more questions answered, 


56 “New Magic Items for the Fight- 
ing Man”, Ian Bell, IP 8, pg 30. 
List of ten militarily-oriented 
magic items. 


TRAILBLAZER (2) 


1] “Better Trailblazer Record 
Sheets”, Robert Kirk, IP 7, pg 13- 
15. Two new record sheets, Ship 
Record Sheet and World Chart, 
and how to use them. Must be 
enlarged and photocopied. 


2 “Merchant Wars: A Trailblazer 
Variant”, David Wilkin, IP 8, pg 2- 
4. Variant rules for arming space- 
ships, space combat and raiding. 


TREASURE OF 
UNICORN GOLD (1) 


1 “Treasure of Unicorn Gold Design- 
er’s Notes”, Howard Thompson, 
IP 3, pg 6-9. Background of the 
Quest concept and story back- 
ground. 


MASTER OF THE 
AMULETS (2) 


1 Errata for the map and rules book- 
let, IP 6, pg 15. 


2 “Master of the Amulets Designer’s 
Introduction”, Mike Monastero, 


IP 8, pg 12-13. Designer’s notes, 
explanation of the Quest, quick 
strategy notes and errata, 


ORBQUEST (2) 


1 Errata for one paragraph in the 
booklet, IP 6, pg 32. 


2. “Orbquest Designer’s Introduc- 
tion”, Paul Wagner, IP 8, pg 13- 
15. Designer’s notes, rationale for 
the Quest and explanation of the 
system as an improvement over 
previous Quests. 


THE AIR-EATERS 
STRIKE BACK! (3) 


1 “The Air-Eaters Strike Back: A 
Designer’s Introduction”, Keith 
Gross, IP 1, pg 18-21. Designer’s 
notes, further development of the 
storyline, explanation of the game 
system and notes on basic strategy. 


2 “The Aliens”, Keith Gross, IP 3, 
pg 16-24. Detailed background 
information on the aliens, their 
biology and psychology, their tech- 
nology of antimatter, energy-mat- 
ter reversal and holography, bases, 
ecology, force. fields, crawlers, 
atmospheric converters, star travel 
and an alien history from pre-his- 
tory to, the present (1983). 


3 Errata for the game, IP 3, pg 31- 
oz 


DRAGONS OF 
UNDEREARTH (1) 


1 “Dragons of Underearth: Design- 
er’s Introduction”, Keith Gross, IP 
8, pg 27-29. Designer’s notes, 
rationale for a basic level FRP 
game based on TFT and short list 
of differences between the two sys- 
tems. 


HITLER’S WAR (1) 


1 “Hitler’s War: Decisions, Deci- 
sions, Decisions”, Roger Damon, 
IP 5, pg 17-19:—Discussion of 
game mechanics and_ various 
strategies for all three sides. 


TROJAN WAR (1) 


1 “Designer Remarks: A New Order 
of Battle for Trojan War”, Glenn 
Rahman, IP 6, pg 22-24. List of 


short-lived Trojan and Greek 
heroes (plus counters to photo- 
copy and guidelines for changing 
existing scenarios and campaign 
play to accommodate these charac- 
ters. 


COMMAND AT SEA 
(2) 


1 “Command at Sea: Design and 
Development”, Joe Gibson, Glen 
Preston and Dan Reynolds, IP 4, 
pg 23-29. Designer’s notes, back- 
ground and explanation of game 
mechanics. 


2 Errata for the game, IP 4, pg 30- 
31. 


FANTASY MASTER'S 
SCREEN AND 
FANTASY MASTER’S 
CODEX (2) 


1 Errata for a chart printed in both 
products, IP 3, pg 32. 
2 letter by Paul Manz, IP 4, pg 32- 


33. List of corrected spelling errors 
in the Codex. 


FIRE WHEN READY (1) 
1 “Designer Notes: Fire When 
Ready”, Michael Barnhart, IP 6, 
pg 25-26. Rationale for the game 
plus discussion of game mechanics. 


GENERAL (1) 

1 . “You, Too, Can Run a MicroTour- 
nament”, Guy W. McLimore, Jr., 
TSG 21, pg 8-9. Tips for running 
a Metagaming game tournament. 
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e New Scenarios 
e New Rules 

e Variants 

e Player's Notes 
e Reviews 
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I have a little game industry news: 

1) The new (4th edition) of Trav- 
eller came out this weekend at GenCon 
[Aug. 9-11, ed.]. I don’t have my copy 
yet. At GenCon they were also demoing 
a starship combat game to go along with 
it, slated for release sometime next year. 

2) TimJim Games is coming out 
with a new game called Throne World. It 
uses a stylized map-board, and appears to 
have research, population, combat, etc., 
in other words, a lot of the same factors 
that most strategic level space conquest 
games have. It is NOT rehashed Stellar 
Conquest, however. I think it was to be 
released at GenCon, so hopefully I will 
receive my copy in the mail soon. 

3) Nightshift Games no longer has 
the rights to Renegade Legion. The 
Nightshift press release says they decided 
to drop it because it wasn’t very prof- 
itable. Other sources say that FASA 
yanked the license because Nightshift 
only put out two products in two 
(three?) years — one of which, I will 
point out, was a “reinforcements pack” 
which at most consisted of printing some 
more counters. FASA’s Jill Lucas was 
very gracious when I asked her about it 
at Origins — she said that Nightshift did- 
n’t have the resources to do it right, and 
did not specify who made the decision to 
pull the plug. I also asked her if she 
thought that someone else might pick up 
the line — she said FASA would be will- 
ing to entertain the subject, but she did- 
n’t expect it would happen. I hope it 
does. 

CHRISTOPHER WEUVE 
Herndon, Virginia 


Comments on the Gateway to the 
Stars review in 1/4: The main point that 
I don’t agree with is what Mr. Weuve 
considers the game’s major flaw, the lack 
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of research. Research just wouldn’t- fit 
into the scenarios as given in the game. A 
major empire has collapsed, breeding 
many smaller groups trying to reclaim its 
lost glory. Obviously, with any major col- 
lapse of this-kind tech will be lost. There- 
fore, the effort would be put into finding 
and understanding the remaining relics 
of the old empire, especially if some old 
relics were found in the initial stages of 
expansion. The game is not necessarily a 
military one; it’s more of an exploration 
and discovery game, with military con- 
siderations if your neighbor decides he 
wants to play that way. I agree that tech- 
nological development would improve 
the game some, but the lack of it doesn’t 
really detract anything from the game. 
AARON THORNE 
St. Louis, Missouri 


Looking at your “Lost Opportuni- 
ties” notes - 

Erewhon — Howard was never very 
enthusiastic about this design, so it 
stayed on my shelf until 1984, when I 
did a new round of playtesting and fin- 
ished the design. It appeared, under the 
title Demonwand, in issue 5 of Fantasy 
Gamer. 

Battle for Cleveland actually existed 
at one time - I played it with Forrest. 

Coup was released in boxed form, 
with a big mapboard, a few years ago by 
Steve Jackson Games. It got good 
reviews and sold poorly. Perhaps it was 
never meant to be anything but a 
minigame. 

And on Monsters! Monsters!, I was 
the developer (my first job for Metagam- 
ing). 

STEVE JACKSON 
Austin, Texas 

(Steve Jackson Games) 
QO 


GAMES FOr SALE 


My collection of Metagaming-games- 
for-sale has been considerably depleted over 
the last few months and I haven’t been able 
to acquire more games yet to rebuild it. 
Rather than repeat the list of the few games 
still remaining I’ll instead present the 
addresses of several other private dealers who 
regularly stock or acquire Metagaming 
games. I’m glad that I’m not the only person 
trying to keep these games in circulation. 


Boulder Games 

4254 Holley Rd. 

Lizella, Georgia 31052 

info or newsletter: (912) 935-8777 

orders (only): 1-(800) 299-6565 

Internet: BoulderG@aol.com 
Boulder Games specializes in historical board 
games, so they only stock the historical 
games that Metagaming published. Their 
source of supply is Excalibre Games, the 
same as Chessex. I talked with the owner of 
Boulder a few months ago and was told that 
they have the following games: Fire When 
Ready, Rommel’s Panzers, Stalin’s Tanks, 
Ramspeed and The Trojan War. 


The Battlefield 

P. O. Box 471099 

Tulsa, Oklahoma 74147-1099 

(918) 496-7745 
The Battlefield deals mainly in out-of-print 
games, both historical and science 
fiction/fantasy. In their Spring 1996 catalog 
the following Metagaming games are listed: 
Olympica, Ice War, Sticks @ Stones, Invasion 
of the Air-Eaters, Holy War, Annihilator/ One 
World and Hot Spot. They also have science 
fiction games from other companies like AH, 
SPI and GDW. 

In addition, my intrepid Web page main- 

taincr, Carl Forhan, has told me about two 
more potential Metagaming dealers: 


Gamers Alliance 
P. O. Box 197-P 
East Meadow, New York 11554 
gamers@pipeline.com 
“_..they claim to have thousands of in-print 
and out-of-print games, and are happy to 


CLASSiricDSs 


FOR SALE Science fiction and historical 
wargames from the 70’s to the present 


priced to move. Send LSASE with 32 
cents postage for free list. Gary Kalin, 
1026 Timberfield Dr., Ballwin, MO 
63021 


answer any queries by email or US mail. They 
currently have the HeroQuest supplements 
Kellar’s Keep and Return of the Witch Lord.” 


Michael Bazaluk 

Games Only 

230 South 8th 

Lemoyne, Pennsylvania 17043 
“_..a ‘warehouse’ for all sorts of card games, 
board games and magazines, whether they’re 
new, out-of-print, or just lesser known.” 


Excalibre Games Update... 

I’ve recently found out that it’s not nec- 
essary to order mint condition Metagaming 
games through Chessex. They can instead be 
ordered directly from Excalibre Games. A 
few weeks ago Mr. R. Mosimann, sole owner 
of Excalibre, sent me his 1995 catalog. The 
catalog not only includes the Metagaming 
games listed in issue #4 but also some 
Yaquinto reprints, an impressive selection of 
historical and fantasy games imported from 
overseas, the remaining games from 3W’s 
product line, a small list of out-of-print 
games from Yaquinto, Phoenix Enterprises, 
Thunderhaven, Rhino and a few other com- 
panies, and some Excalibre games from the 
early days. Other science fiction games beside 
those from Metagaming include; Starship 
Captain from Standard Games, Interstellar 
Wars from Attactix, Starforce Terra from 3W, 
Alien Contact from Phoenix Enterprises, 
Beastlord, Starfall and Time War from 
Yaquinto and Cyborg and Quazar from 
Excalibre. 

There is a $50 minimum order. Ontario 
and Canadian residents must to pay Provin- 
cial Sales and G.S.T. taxes. Shipping for 
North American orders is $2 plus 50 cents 
per game for orders under $100, and free for 
orders over $100. Overseas orders must add 
a 15% shipping charge. Credit card orders are 
not accepted. 


Excalibre Games 

P.O. Box 7224 

Windsor, Ontario N9C 3Z1 

Canada 

Phone number: (519) 253-5916 
If you’d like to see what Mr. Mosimann has 
available then feel free to order his catalog 
and tell him I sent you. 

Please feel free to contact any of these 
dealers if you’re looking for any Metagaming 
games that you haven’t been able to get from 
me yet. Hopefully within a couple months 
I'll be able to acquire some more games and 
print an updated list. 
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